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Augmented Reality's Trajectory
According to Dunleavy and Dede, (2013) AR is an instructional approach looking for the context where it will be the most effective tool amongst the collection of strategies available to educators. While AR's commercial aspects have recently become well documented with appearances of AR in popular mobile games, such as Pokémon Go -reaching a collective download user total never before seen via Apple's mobile app distribution platform iTunes (Roman Dillet, 2016) . The educational affordances of Augmented Reality are still emerging in the literature as an encouraging instructional permutation for the future of learning. The use of AR allows the adaption of static objects into rich learning objects and enables movement in a physical environment with the appearance of virtual elements mixed in with the environment (Azuma, 2004) . Although there has been much speculation about the potential of Augmented Reality (AR), there are very few empirical studies about AR's effectiveness in regards to online learning and conventional learning spaces.
Researchers posit that while relatively few empirical studies, and development teams, are actively exploring how mobile, context-aware AR could be used to enhance teaching and learning an AR review of studies research team reported that AR implementations can result in substantial student motivation (Dunleavy and Dede, 2013 Researchers have striven to apply AR to classroom-based learning within subjects like chemistry, mathematics, biology, physics, astronomy, and to adopt it into augmented books and student guides (Lee, 2012) .
Furthermore, studies have also document that learners are highly engaged while playing mobile augmented reality learning games (Chang, Medicherla, and Morreale, 2010;
Bressler and Bodzin, 2013). On the other hand, researchers estimate that AR has not been much adopted into academic settings due to limited financial support from government funding and the general lack of awareness of AR in academic settings (Shelton, 2002; Lee, 2012 (2013) note that image-based AR often affords students' spatial ability, practical skills, and conceptual understanding. During a mixed methods assessment of students' flow experiences during a mobile Augmented Reality science integration researchers found that while AR may be a technology lacking in extensive research for education, it was determined that its potential as a scalable design for schools was very stable (Bressler and Bodzin, 2013) . That is, AR minimized player frustration and may have increased enjoyment reducing cognitive overload (Bressler and Bodzin, 2013). Lee (2012) found that Augmented Reality lowers the barrier to entry for students engaging with virtual content, as it makes use of natural interactions that allow students to interact with educational content. It is highly likely that AR can make educational environments more productive, pleasurable, and interactive than ever before.
According to Lee (2012) AR not only has the power to engage a learner in a variety of interactive ways, that have never been possible before, but also can provide each individual with one's unique discovery path with rich content from computer-generated three dimensional environments and models (Lee, 2012) . That is, learners can select virtual objects by pointing to them, they can reach out to touch and move objects. Since AR permits these interactions, there is a reduction in the knowledge and skills required of users, increasing the transparency of the interface between students and the educational content (Bujak, Radu, Catrambone, MacIntyre, Zheng, and
Golubski, 2013).
Augmented Reality and Workplace Training
According to Neumann and Majoros (1998) 
Working Memory
Working memory is often described, since George Miller's publication in 1956, as seven plus or minus two chunks of information (Miller, 1956) . Only a limited amount of information can remain in working memory, but AR can potentially help increase this amount through 'chunking'. George Miller's principle is still appropriate today and can be applied to AR to promote efficient learning and longterm retention (Miller, 1956) . It is generally believed that baseline human working memory capacity is limited (Clark, 2008 
Working Memory Measures
Working memory involves processes such as attending to, 
